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ONYX THE INVINCIBLE 
Dwarf of Great Renown 


Level 4 Fighter 

Level 4 Thief 
Strength 16 
Intelligence 14 
Wisdom 12 
Dexterity 7 
Charisma 10 
Constitution 18 


THACO (To Hit Armor Class Zero): 16 
Hit Points: 30 

Alignment; Neutral Good 

‘Armor Class: 5 (Leather armor plus Dex 
Bonus) 

Preferred Weapons: Battle Axe, Dag- 
ger, Darts 

Languages: Dwarven, Gnomish, Goblin, 
Kobold, Orcish, Common 


Elminsters’ Notes: 

Onyx the Invincible’s full dwarvish 
title is Onyx, Blood of Placidor, which 
tells other dwarves that he is descended 
from the dwarven hero of the Battle of 
Twelvesuns. That he does not use the 
“traditional name” used within 
dwarven households is an indication of 
the young dwarf's rebellious nature. He 
calls himself instead “The Invincible,” 
as if to dare others to challenge his 
claim, 

Onyx is a native of Eartheart, at the 
edge of the Great Rift, one of the few 
large dwarven nations left in the 
Realms. He is young by dwarven stan- 
dards, being barely 35, and his impetu- 
‘ous and hot-tempered nature is written 
off by his elders as “the mad passions of 
youth.”” 

Dwarves are an old race in the 
Realms, one t in decline. Their 
numbers were never great, and their 
children are few, Further, their natural 
homes—the mountains and caverns— 
were coveted by other, more populous 
races, such as orcs and goblins, The 
long attrition of their numbers and the 
slow replacement of their losses have 
resulted in the demise of many dwarven 
nations. The great dwarven halls of the 
North have been overrun by monsters, 
or shut their doors, their people retreat- 
ing to other holds to live in exile. 


__The diminishina of their race has 


tended to make many dwarves sad and 
dour in nature. Most of their greatest 
achievements as a people are behind 
them. For that reason genealogy and 
who one’s grandfather is is often more 
important than what a dwarf himself 
has accomplished. 

‘Onyx The Invincible is an exception to 
that general rule. He is hot-tempered, 
rambunctious, and filled with an energy 
to go out and accomplish great things, 
especially if those great things bring ina 
bit of gold and offer a chance to hurt evil 
creatures larger than he is(and itis nota 
hard thing to be larger than a dwarf). He 
cares little for the distant past, intent 
instead on carving out his reputation 
across the Realms. 

Early in his career, Onyx formed a 
partnership with the centaur Timoth 
Brighteyes. The pair make a very odd 
fighting team, with the dwarf riding into 
battle on Timoth’s back. Onyx gains 
speed, maneuverability, and height 
from being with Timoth, while the 
centaur has a firm ally continually pro- 
tecting his back. Onyx finds his ally’s un- 
flagging optimism misplaced, while 
Timoth believes that Onyx’s gruff ex- 
terior is just an act to excuse him from 
having to be nice to those taller than he. 

Onyx's elders, when they hear of him, 
think the lad is due either for greatness 
or a foolhardy and early death, so typical 
of their people who engage in adven- 
turing. Onyx, on the other hand, is 
positive that he will be counted one day 
among the dwarven greats (with a foot- 
note pointing out the help he has 
received from his friends). 


IMGIG ZU 
New Monster 

Frequency: Very Rare (Unique) 

No. Appearing: 1 

‘Armor Class: 2 

Move: 12” 

Hit Dice: 12 (60 hit points) 

No. of Attacks: 1 

Damage: By weapon +3 or 1-10 

Special Attacks: See Below 

Special Defenses: See Below 

Magic Resistance: 10% 

Intelligence: Genius 

Alignment: Chaotic Evil 

Size: M (7-1' tall) 

Psionic Ability: Nil 


Imgig Zu is the leader of an extra- 
dimensional race of evil beings. 
Whether this dimension is an alternate 
prime material 


Planes, or a small demi-plane is as yet 
unknown. It is also unknown whether 
others of his race have his powers and 
abilities. 

Imgig Zu has magical abilities as a 
magic-user of 13th level. In addition, he 
may shape-change into any humanoid 
form he desires. imgig has proficiency in 
earth-based magic, such that he may 
[animate } stone [move earth], 
cause [earthquakes], andturn[stone to 
flesh ] and [rock to mud), All of these 
abilities may be used once per day. 
These are in addition to any other spells 
he possesses as a magic-user. Imgig 
apparently lacks any magic that permits 
movement from one plane to another. 

Imgig's natural appearance is of a 
four-horned, powerful humanoid with 
grey-green skin. He is extremely strong, 
and attacks with any weapon at +3 tohit 
and damage. He normally relies on his 
‘own natural abilities, but also uses a 
[staff of withering ] (see Issue 1). 

Legend says that imgig’s people were 
freed accidentally by the goddess 
Selune. Selune traveled to their lands, 
and imgig appeared to her as a hand- 
‘some young lord. The goddess, young as. 
such beings go, fell in love with Imgig 
and brought him and his people into the 
Realms to settle. It was then that Imgig 
revealed his true form and nature, and 
the intent of his people not merely to 
settle, but to conquer the Realms. 

So great was Imgig's power, he could 
have slain Selune, but she was rescued 
at the last moment by a mortal magic- 
user, noble in his bearing and actions. 
He distracted Imgig so that Selune could 
trap him and his people in a pocket 
dimension, using the basic energies of 
her being to bind them tightly into a 
gem 

The story, called the Song of Selune, 
has a number of endings, depending on 
where the tale is told and what point the 
teller is trying to make. In some ver- 
sions, Selune learns her lesson and 
returns to her godly plane, taking the 
mortal magic-user with her. In others 
she perishes, only to be reborn with the 
next full moon, In still others, she lives, 
but rejects the love of the mortal mage 
because the energies she had lost aged 
or disfigured her fair form. 

‘Such was the tale. Its factual base is 
proven by the existence of Imgig, who 
apparently escaped the trap that caught 
his fellow-creatures, and now plots to 
free them from their prison. He searches 
for the key (physical, magical, or mortal) 
that will allow him to let loose the others. 
of his race on the Realms. 
of his race on the Realms. 
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